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ABSTRACT 



The present invention provides a highly entertaining picture 
amusement apparatus which keeps a player free from bore- 
dom even for a long time playing session and which makes 
the player find the game playing more enjoyable and expect 
more from the game, by running a sub-game different from 
the main game on the profit or score the main game makes 
and by increasing or decreasing the profit according to the 
score of the sub-game. The present invention comprises 
sub-game control means for running the sub-game on con- 
dition that the shifting to the sub-game is selected by 
sub-game shift selection means and also on condition that a 
profit (game medals, for example) is given by main game 
determination means, and increase/decrease means for 
increasing or decreasing the profit scored by the player in the 
main game, according to the result of the sub-game that is 
run by the sub-game control means. 

4 Claims, 24 Drawing Sheets 
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PICTURE AMUSEMENT APPARATUS sub-game different from the main game, makes each player 

feels the score of the sub-game fair, by allowing each player 
to participate in the decision process of the determination 

BACKGROUND OF THE INVENTION method of the score of the sub-game. 

1. Held of the Invention 5 E * s vet another object of the present invention to provide 
The present invention relates to a picture amusement a P icture amusement apparatus which, in the playing of the 

apparatus, and in particular to the picture amusement appa- sub-game different from the main game, offers a thrilling 

ratus that allows a sub-game, different from the main game, S* 3 ™ b y correlating the increase or decrease of the 

to run to increase or decrease the profit or score the main in P™ 64 obtained in the main game with the type of symbols 

game makes. 10 sU W* ™* Panted. 

2. Description of the Related Ait u is ? el another °««* of P resent invention to provide 
. . , . fc a picture amusement apparatus which offers a thrilling game 
One known type of picture amusement apparatus isa . th e increase or decrease of the profit 

game slot machine which comprises a plurality of CRT ^edk the game to the type of a target synu^l that 

monitor devices arranged m a matrix, game control means is „ m 0 n a display scre^responsVto the player's external 

that allows a slot machine game to proceed according to a maneuvering 

predetermined program, CRT control means for controlling _ ' . . 

a plurality of CRT control devices according to the instruc- To achieve ^ ^ ovt objects, the present invention com, 

tion from the game control means so that the plurality of ^ following elements in each of the claims. 

CRT monitor devices present in harmony the game session 20 According to claim 1, the present invention comprises, as 

that is in progress by means of the game control means, and a first element, main game start enable means that allows a 

medal payout means for paying out game medals or tokens slot machine game to be ready to start as shown in FIG. 2 

according to the instruction of the game control means based 0D condition that a medal is entered. 

on the result of the game session (International Laid Open A second element is main game control means that allows 

No. W088/Q5407 (Japanese Patent Application No. Sho-60- 23 the main game to run conditional on the entry of a start 

50 1228)). signal in the slot machine game that is set to be ready to start 

In the above known slot machine, a •'win" or a "lose" of by the main game start enable means, 

one game play session is detennined by,the marching of A third element is main game determination means that 

symbols that stop on the pay line selected. determines the result of the slot machine game run by the 

When a player wins, the picture amusement apparatus 30 main game control means, for example, as shown in FIG. 2. 

pays off medals, the number of which is determined by a A fourth element is sub-game shift selection means that 

predetermined payoff rate, the number of medals entered, allows the player to have the option to shift to a sub-game 

kinds of pay lines, and kinds of symbols. as shown in FIG. 8 on condition that a profit (in the form of 

In the above picture amusement apparatus, however, a a medal, for example) is given in the main game by the main 

game player can enjoy only a slot machine game, in which 3 ^ game determination means. 

a win or lose is determined depending on the matching of A fifth element is sub-game control means that allows the 
symbols stopped on the pay line selected, and the number of sub-game to run on condition that the shifting to the sub- 
game medals paid off per play is predetermined. The game game is selected by the sub-game shift selection means as 
playing itself thus becomes monotonous. If a player plays it shown in FIG. 9. 

for a long time, he gets boring and finds playing less 40 A sixth element is profit increase/decrease means that 

interesting. increases or decreases the profit (in the form of a medal, for 

SUMMARY OF THE TOVENTION example) scored by the player in the main game, according 

NUMMARY OF I HE INVENTION to the result of the sub-game that is run by the sub-game 

It is a chief object of the present invention to provide a ^ control means, 

highly entertaining picture amusement apparatus which According to claim 2, the present invention comprises 

keeps a player free from boredom even for a long time sub-g ame continued running selection means which, as 

playing session and which makes the player find the game shown in FIG. 8, gives the player the option to continue the 

playing more enjoyable and expect more from the game, by sub-g ame in response to the player's external maneuvering 

running a sub-game different from the main game on the x on condition that the profit scored by the player has been 

profit or score the main game has made and by increasing or increased by the profit increase/decrease means, 

decreasing the profit according to the score of the sub-game. According to claim 3, the present invention comprises the 

It is another object of the present invention to provide a following elements, 
highly entertaining picture amusement apparatus which A ^ dement 0 f claim 3 of the present invention is 
meets a diversity of players' taste, by allowing each player 55 su b- g ame control means which, as shown in FIG. 9, corn- 
to determine whether to play the main game only or the main priscs a Dasic numcr al screen partition (50) for scrolling 
game phis sub-game with a possibility of increasing or numerals fast within a predetermined range on a display 
decreasing the profit the main game has made. screen ( U ) numera i indicator partitions (40 through 

It is yet another object of the present invention to provide 42) distinct from the basic numeral screen partition (50) for 
a picture amusement apparatus which, in the playing of the 60 scrolling numerals fast within a predetermined range, basic 
sub-game different from the main game, makes each player numeral scroll stop means for allowing the player to stop the 
feels the score of the sub-game fair, by allowing each player scrolling of the numerals in the basic numeral screen parti- 
te participate in the decision process of a basic number mat tion (50) in response to the player's external maneuvering, 
works as a reference for determining the score of the and select numeral scroll stop means for allowing the player 
sub-game. 63 to stop the scrolling of the numerals in the select numeral 

It is yet another object of the present invention to provide indicator partitions (40 through 42) in response to the 

a picture amusement apparatus which, in the playing of the player's external maneuvering. 
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A second element is the profit increase/decrease means machine game, according to the result of the sub-game that 

which, as shown in FIG. 12, determines whether to increase is run by the sub-game control means, as shown in FIGS. 13 

or cancel out the profit already scored by the player by and 17. 

comparing a basic numeral stopped and presented in said Tn . 0 nf - . , rf , 

basic numeral screen partition (50) with a select numeral « daun 2 of the present invention when the profit 

stopped and presented in said select numeral indicator «^^^ease means has increased the profit scored by 

partitions (40 through 42) ^ P lavcr * mc sub-game continued running selection means 

According to claim 4," said sub-game control means f™*!, f dd f "J" 5 ** to sub " 

comprises increase criteria selection means which, as shown gamC ***** by mc player s extemal maneuverin g' 
in FIGS. 21 and 22, allows the player to select between the 10 111 ckim 3 of mc P*™™* invention, the basic numeral 

two criteria in response to the player's external screen P 3 *"* 00 ( 50 ) rast scrollfi numerals within a prede- 

maneuvering, one criterion that sets the increase of theprofit to™*™* range as shown in FIG. 9. 

on condition that the select numeral stopped and presented The basic numeral scroll stop means stops the scrolling of 

in the select numeral indicator partitions is greater than the me numerals in the basic numeral screen partition (50) in 
basic numeral stopped and presented in the basic numeral IS response to the player's external maneuvering as shown in 
screen partition and the other criterion that sets the increase 

of the profit on condition that the select numeral is smaller The select numeral indicator partitions (40 through 42) 

than the basic numeral by comparing the basic numeral fast scroll numerals within a predetermined range as shown 

stopped and presented in said basic numeral screen partition in FIG. 1L 

(50) with the select numeral stopped and presented in said 20 The select numeral scroll stop means stop the scrolling of 

select numeral indicator partitions (40 through 42). the numerals in the select numeral indicator partitions (40 

According to claim 5, the present invention has the through 42) in response to the player's external maneuvering 

following elements. as shown in FIGS. 12, 14 and 16. 

A first element of claim 5 is the sub-game control means The profit increase/decrease means detennines whether to 
which, as shown in FIG. 23, comprises a symbol screen 25 increase or cancel out the profit already scored by the player 

partition (170) for cycling through a plurality of symbols for by comparing a basic numeral stopped and presented in said 

display on the display screen (U), and symbol cycling stop basic numeral screen partition (50) with select numerals 

means for allowing the player to stop the cycling of the stopped and presented in said select numeral indicator 

symbols in the symbol screen partition (170) in response to partitions (40 through 42). 

the player's external maneuvering. 30 in claim 4 of the present invention, the basic numeral 

A second element of claim 5 is the profit increase/ screen partition (50) fast scrolls numerals within a prede- 

decrease means which, as shown in FIG. 23, detennines tennined range as shown in FIG. 9. 

whether to increase or cancel out the profit already scored by The basic numeral scroll stop means stops the scrolling of 

the player, depending on the type of the symbol stopped and the numerals in the basic numeral screen partition (50) in 
presented in the symbol screen partition (170). 35 resp oose to the player's maneuvering as shown in FIG. 10. 

r i^T *? to ** PrCSCnt C ° mprisCS ™* select numeral indicator partitions (40 through 42) 

following two elements. fast scroll the numerals within the predetermined range as 

A first element is the sub-game control means which, as shown in FIG 11 

nZ\Z^%^ Se \^T^^V aeea - Pam ° n 40 ™* select numeral scroll stop means stop the scrolling of 

^hoffofthS.v^^m °i m T E serais in the select numeral indicator paruuons(40 

Z^IZ whi^? « i } ; C0DtI ^ er through42)mrt^n S etomepkyer-se X ten./manenvering 

means with which the player shoots a bullet at one of the a , ,1,^™ /„ prrjc n . a „_£ ,i 6 

plurality types of moving target symbols (190) presented in £722 J 

the moving target screen partition (191) on the display ^ m j CTEa f /dccrcase meaDS compares the basic 

screen (jj) r ' 45 numeral stopped and presented in the basic numeral screen 

A second element is the profit increase/decrease means f^™?*} ^ *? J*!* andpresented 

which determines whether to increase or cancel out the^ofit 1D * C »«™*" todicator P^ons (40 through 

already scored by the player depending on the type of the increase criteria selection means compares the basic 

target (190) the bullet has hit " *" numeral stopped and presented in said basic numeral screen 

Inclaiml of the present invention, the main game start 50 P^ n (f°) with ftesel^ numeral strand presented 

enable means sets a dot machine game to bSy^o fcrt "i!* Se f T*? 42 > 

when a game medal is inserted. and men aUows the player to select between the two criteria 

control means runs the slot machine game upon entry of a , „ tlrY , OM , , „. *~ . . . ^ , . , : VT 

start signal. 5 numeral stopped and presented in the select numeral indi- 

ignaL cator partitions is greater than the basic numeral stopped and 

The main game dctenmnation means determines the presented in the basic numeral screen partition and the other 

result of the slot machine game. ^ scts mc mcrcasc ofthc ^ on CMlHlton mat me select 

The sub-game shift selection means allows the player to numeral is smaller than the basic numeral, as shown in FIG 

^r^ fl M™H i 0b y ine T ^ ^ H™* ? 60 me ^ sdects mc whidl the increase 

8 when a profit is scored by the main game determination of me ^ ^ 0tt condltion ^ ^ sdcct numcral stopped 

m ^ S ' , ... . and presented in the select numeral indicator partitions (40 

When the shift to the sub-game is selected, the sub-game through 42) is greater than the basic numeral stopped and 

control means runs the sub-game as shown in FIGS. 8 presented in the basic numeral screen partition (50), and 

through 17. w when the select numeral is actually greater than the basic 

Theprofit increase/decrease means increases or decreases numeral, the profit increase/decrease means increases the 

the profit scored by the player, namely won in the slot profit already scored by the player. 
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When the player selects the criteria in which the increase FIG. 18 is a flow diagram showing a bonus game process, 

of the profit is on condition that the select numeral stopped FIG. 19 is a flow diagram showing the process of game 

and presented in the select numeral indicator partitions (40 medal payoff. 

through 42) is smaller than the basic numeral stopped and FIG. 20 is an enlarged front view of the operation panel 

presented in the basic numeral screen partition (50), and 5 according to a second embodiment of the present invention, 

when the select numerals are actually smaller than the basic FIG. 21 shows the screen on which the increase criteria in 

numeral, the profit increase/decrease means increases the the sub-game is selected according to the second embodi- 

profit already scored by the player. meat of the present invention. 

In claim 5 of the present invention, the symbol screen FIG. 22 shows the screen on which the sub-game is in 

partition (170) cycles through a plurality of symbols for 1° progress according to the second embodiment, 

display as shown in FIG. FIG. 23 shows the screen on which the sub-game is in 

The symbol cycling stop means stops the cycling of the progress according to a third embodiment of the present 

symbols in the symbol screen partition (170) in response to invention. 

the player's external maneuvering. FIG. 24 is an enlarged front view of the operation panel 

The profit increase/decrease means determines whether to ^ according to the third embodiment 

increase or cancel out the profit already scored by the player, FIG. 25 shows the sub-game on screen according to a 

depending on the type of the symbol stopped and presented fourth embodiment of the present invention, 

in the symbol screen partition. FIG. 26 is an enlarged front view of the operation panel 

In claim 6 of the present invention, moving target screen ^ according to the fourth embodiment 

partition (191) displays a plurality of types of moving target FIG. 27 shows the sob-game on screen according to a fifth 

symbols (190) as shown in FIGS. 25 and 27. embodiment of the present invention. 

With the external controller means, the player shoots a FIG. 28 is a flow diagram showing the sub-game of a sixth 

bullet at the plurality types of moving target symbols (190) embodiment of the present invention, 

presented in the moving target screen partition (191) on the * DETAILED DESCRIPTION OF THE 

display screen (11). PREFERRED EMBODIMENTS 

The profit increase/decrease means determines whether to „„„ . „ , , m , „ 

increase or cancel out the profit already scored by theplayer FIGS. 1 through 19 show the first embodiment of the 

depending on the type of the target (190) the bullet has hit invention. 

on the display screen (11). ~ ' FIG. 1 is the diagrammatic front view of the picture 

amusement apparatus. FIG. 2 is the front view of the display 

BRIEF DESCRIPTION OF THE DRAWINGS screen on which the main game is currently running. FIG. 3 

FIG. 1 is a diagrammatic front view showing the picture is ^ front view of the display screen on which the sub- 
amusement apparatus according to a first embodiment of the Same is running. FIG. 4 is the enlarged front view of the 
present invention. 35 operation panel FIG. 5 is the flow diagram showing the 

FIG. 2 is a front view of the display screen in its slot ?? cn *! on of *f ^ amusement apparatus. EH3. 

machine game session. 6 is toe flow cUagram showing the main game V toau.yiO. 

_„ _7 7 . . ,,. ... , . 7 ts toe flow diagram of the sub-game process. PIG. 8 is the 

FIG.8 1S afrontviewof toechsplay screen mils sub-game explanatory vfe^f me sub . gan £ sele rto n FIGS. 9 

session. through 17 show the screens on which the sub-game is in 

FIG. 4 is an enlarged front view of the operation panel of w progress. FIG. 18 is the flow diagram of the bonus game 

the apparatus, process. FIG. 19 is the flow diagram of the medal payoff 

FIG. 5 is a flow diagram showing the rough operation of process. 

the picture amusement apparatus. Designated 10 in FIG. 1 is the picture amusement appa- 

FIG. 6 is a flow diagram showing the main game process. 45 ratus. The picture amusement apparatus 10 has on its center 

FIG. 7 is a flow diagram showing the sub-game process. a display screen 11 which is square Disposed below the 

FIG. 8 is an explanatory view showing a sub-game display screen 11 is an operation panel 12 having six 

selection screen substantially square switches. Disposed above the display 

FIG. 9 is an explanatory view of the screen on which the f«™ n 11 are ttoe decorative lainps 13, on the center and 

sub-game is in progress. so left-hand and right-hand sides of the apparatus. 

FIG. 10 is an explanatory view of thescreenon which the amusement apparatus 10 has a meo^ inlet slot 

sub-came is in progress 14 having a medal sensor (not shown) on the left-hand side 

tJ^i n • i 1 r 4 . . » . .« of the apparatus as shown in FIG. 1. Disposed to the left of 

FIG. 11 is an explanatory view of the screen on which the ^ m J Met ^ u ^ a ^ ^ 15 ^ retrieves 

sub-game is in progress. a inedal that Jams in the medal inlet slot 14. 

FIG. 12 is an explanatory view of the screen on which the ^ apparatus 10 has, below the 

sub-game is m progress. operation panel 12, a tide board 16, constructed of a material 

FIG. 13 is an explanatory view of the screen on which the capable of transmitting light and bearing the name of the 

sub-game is in progress. game apparatus and decorative patterns as shown in FIG. 1. 

FIG. 14 is an explanatory view of the screen on which the ^ Disposed below the title board 18 is a medal payoff slot 17 

sub-game is in progress. through which medals as the profit won by the player are 

FIG. 15 is an explanatory view of the screen on which the delivered. Disposed blow the medal payoff slot 17 is a medal 

sub-game is in progress. tray 18 for temporarily receiving the medals delivered 

FIG. 16 is an explanatory view of the screen on which the through the medal payoff slot 17. 
sub-game is in progress. 65 The picture amusement apparatus 10 is provided with an 

FIG. 17 is an explanatory view of the screen on which the uoshown credit mechanism that allows the player to store 

sub-game is in progress. temporarily medals won by the player as the profit 
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The display screen 11 is constructed of a color CRT in this 20 through 22 in the main game or slot machine game In this 

embodiment. Alternatively, the display screen U may be embodtaent.TheAswu^60alsownctionsasabasicsCToU 

constructed of an STN-type or TN-type color liquid crystal control switch 62 for starting or stopping the scrolling of the 

dkpky- numerals in the basic numeral screen partition 50 in the 

The display screen 11 comprises three partitions, partition 3 sub-game 

20 on the ^left-hand i side, partition 21 on the center and n B ^ ?0 ^ M ^ 

partition 22 on the right-hand side on each row, and has three „«. . ^ ' . , T 1 rT . *, ' * 1W 

rows in total. stopping the moving display on the left-hand side partitions 

b^k «f ift«,«„,«», -m ;„ ui * iv 20 in the slot machine game, functions as a sub-game 

fafa^ l0 ^^™*^»*tt7^^ 

of the partitions 20 through 22 is capable of stopping 10 *»*™ * « left select scroll stop switch 73 for stopping 

symbols at three rows: the top, middle and bottom rows. me scrollm g of numerals in the left-hand side select 

The display screen 11 is provided with five winning lines numeral todicator P 3 * 1 * 011 40 111 01(5 sub-game. 

30 through 34 as shown in FIG. 2. Three parallel winning 1116 c switch 80 functions as a center stop switch 81 for 

lines 30 through 32 run horizontally across respectively the 5 stopping the moving display in the center partitions 21 in the 

top, middle and bottom rows of each of the partitions 20 slot machine game, and also functions as a center select 

through 22. A winning line 33 extends diagonally across the scroll stop switch 82 for stopping the scrolling of the 

screen 11 from the top left corner to the bottom right corner numerals in the center select numeral indicator partition 41 

and a winning line 34 extends diagonally across the screen in the sub-game. 

11 from the top > right corner to the bottom left corner. Both The D switch 90 functions as a right stop switch 91 for 

wmmnghnes33and34intersectatmecenterpartitionatits 20 stoppmg toe movmg display m me right partitions 22 in the 

middle row. slot machine game, functions as a main game selection 

The five winning lines 80 through 34 work as an effective switch 92 not to shift to the sub-game, and also functions as 

reference line, with respect to which the matching of sym- a right select scroll stop switch 93 for stopping the scrolling 

bols is analyzed about whether it is a winning matching of of the numerals in the right-hand side select numeral indi- 

symbols or not, on condition that a game medal is dropped cator partition 42 in the sub-game 

/^^ff^ . WhGn * siD £ C , gam< V mcd ?L is The E switch 100 is a credit use switch 101 for using 

middle and bottom rows are activated as reference lines. ZZ „ , t J7 A , . 

When three medals are inserted, diagonally inclined winning The F swUch 110 15 a maximum credit use switch 111 for 

lines 33, 34 in addition to the three lines 30 through 32 are usmg . credit medals remaMn S deposited in the apparatus, 

activated as reference lines The difference from the credit use switch 101 is that a single 

left-hand partition 20 is switched to the left-hand side select ^ P icture amusement apparatus 10 has an electronic 

numeral indicator partition 40 enclosed by a square outline unit (not shown) which controls the display screen 

as shown in HG. 3. The left-hand side select numeral 11 and rcccivcs s^ 3 ^ for process from the external 

indicator partition 40 fast sequentially scrolls numerals switches including the main start switch 61. The electronic 

within a predetermined range, in this embodiment 0 through 40 contro1 contains a inicrocomputer constructed of a CPU, 

9.The center partitions 21 are switched at the start of the and a R0M and RAM which a program and the like, 

sub-game. When in the sub-game, the center partition 21 at The content of the ROM is now discussed, 

the middle row is switched to the basic numeral screen The program is organized in four main processes as 

partition 50 enclosed by a square outline as shown in FIG. 45 shown in FIG. 5: a main game process 120 for generally 

3. The basic numeral screen partition 50 fast sequentially handling normal slot machine game, a sub-game process 
scrolls numerals within a predetermined range, in this 130 in succession to the main game process 120, for 
embodiment 0 through 9. performing sub-game process that increases or decreases the 

The center partition 21 at the bottom row is switched to number of medals scored in the main game, a bonus game 

the center select numeral indicator partition 41 enclosed by 50 process 140 that is performed when a bonus game is won in 

a square outline as shown in FIG. 3. The center select the sub-game process 130, and a medal payoff process 150 

numeral indicator partition 41 fast sequentially scrolls for paying off the game medals, if any, to the player after the 

numerals within a predetermined range, in this embodiment bonus game process 140. 

0 through 9. Referring now to the flow diagram in FIG. 6, the main 

The right-hand partitions 22 are also switched at the start 33 game process 120 is discussed, 

of die sub-game. When in the sub-game, the right-hand At step 121. a determination is made of whether a slot 

partition 22 at the bottom row is switched to the right-hand machine game is ready to start or not This determination is 

side select numeral indicator partition 42 enclosed by a performed by the electronic control unit. In this 

square outline as shown in FIG. 3. The right-hand side select embodiment, the electronic control unit determines whether 

numeral indicator partition 42 fast sequentially scrolls # a game medal is already dropped in the slot or not. Medals 

numerals within a predetermined range, in this embodiment may be entered in one of three ways: dropping medals in the 

0 through 9. inlet slot 14, operating the credit use switch 101 and 

The operation panel 12 is provided with six switches, A operating the maximum credit use switch 111. Depending on 

through F in that order from the left as shown in FIGS. 1 and the number of medals entered, active winning lines among 

4. 65 lines 30 through 34 are increased or decreased. 

The A switch 60 functions as the main start switch 61 for When step 121 determines that the slot machine game is 

starting the moving display in each of the screen partitions now ready to start, namely, that a game medal is already 
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entered the process goes to step 122. The slot machine game 
starts at step 122. The slot machine game is run by the 
electronic control unit With the main start switch pressed, 
the electronic control unit receives the start signal from the 
main start switch 81. The electronic control unit causes the 
display screen 11 to move fast continuously a plurality of 
symbols on each of the partitions 20 through 22. 

The process goes to step 123, where a determination is 
made of Whether a stop signal is entered or not. This 
determination is performed by the electronic control unit 
The electronic control unit constantly monitors the left stop 
switch 71, the center stop switch 81, and the right stop 
switch 91 to see if any of these switches has been operated 

When the electronic control unit determines that any of 
these stop switches has been operated, the process goes to 
next step 124, where a determination is made of whether the 
game result is win or lose. This determination is performed 
by the electronic control unit The electronic control unit 
checks the matching of the symbols on the active winning 
lines, and determines whether or not the matching of the 
symbols at a half on each of the partitions 20 through 22 is 
one of the predetermined matchings. In this embodiment if 
the same numbers are aligned on each of the active winning 
lines, for example, *333," "444," "555," "666," '777/' the 
result of the play is a win. Furthermore, '777" is a win that 
permits a bonus game. 

When the determination reveals that the game result is a 
win, the process goes to step 125. At step 125, the medals 
scared by the player is counted to complete the main game 
process 120. Then, the game sequence enters the sub-game 
process 130. The number of medals allowed as the profit for 
the player is four medals, in this embodiment. 

On the other hand, when the determination reveals that the 
game result is a lose, for example, "143," "443," "523," 
"678", no medals are given, and the main game process 120 
is completed. The game sequence enters the sub-game 
process 130. 

When step 123 reveals that no stop signal is entered, 
namely neither of the left, center and right switches 71, 81 
and 91, has been operated, step 123 is repeated to check the 
presence of stop signal. 

When, at step 121, the slot machine game is found to be 
not ready to start, namely no medals are entered yet the 
main game process 120 is completed, and the game 
sequence enters the sub-game process 130. 

Referring now to the flow diagram in FIG. 7, the sub- 
game process 130 is discussed. 

At step 131, a determination is made of whether any 
medals are scored by the player as the profit This determi- 
nation is performed by the electronic control unit The 
electronic control unit monitors the presence or absence of 
medals given to the player as the profit 

When step 131 determines the presence of medals, the 
process goes to step 132, where a determination is made of 
whether or not a bonus game is applicable. This determina- 
tion is performed by the electronic control unit In this 
embodiment, the matching of symbols that permits a bonus 
game is the matching or combination of 777, among other 
matchings that result in a win. When the matching on any 
active winning line is 777, the electronic control unit deter- 
mines a bonus game. 

When, at step 132, the determination reveals that the 
bonus game is not applicable, the process goes to step 133, 
where a determination is made of whether or not the start of 
a sub-game is selected. This determination is performed by 
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the electronic control unit The electronic control unit moni- 
tors the sub-game selection switch 72 to see if it is operated. 
In mis embodiment, the display screen 11 presents messages 
"DOUBLE UP GAME?" 4 TF WIN 48" as shown in FIG. 8 
3 to prompt the player to decide to go or not to go to the 
sub-game. 

When, at step 133, the (^termination reveals that the 
sub-game is selected, the process goes to step 134. At step 
134, the sub-game is initiated. 
10 Referring now to FIGS. 9 through 17 and the flow 
diagram in FIG. 7 in particular, the sub-game is discussed. 

When the sub-game is initiated as above, the display 
screen 11 gives in its center the basic numeral screen 
partition 50 to present the basic numeral as shown in FIG. 
9. 

The basic numeral screen partition 50 fast scrolls through 
predetermined numerals, 0 through 9, in this embodiment. 
When the basic scroll control switch 62 is manipulated 

20 with the basic numeral screen partition 50 fast scrolling 
through 0 through 9, the scrolling of the numerals in the 
basic numeral screen partition 50 stops. Any single numeral 
"2" in this embodiment, is stopped and presented as shown 
in FIG. 10 and thus the basic numeral screen partition 50 is 

25 determined. 

When the basic numeral is determined, the select numeral 
indicator partitions 40 through 42 corresponding to the 
bottom rows of the partitions 20 through 22 fast scroll 
through the numerals. 

30 When any of the left select scroll stop switch 73, the 
center select scroll stop switch 82 and the right select scroll 
stop switch 93 is manipulated with the numerals being 
scrolled on each of the select numeral indicator partitions 40 
through 42, the scrolling of the numeral on the correspond- 

35 ing screen partition among partitions 40 through 42 stops. A 
single numeral within the predetermined range appears still. 
When any of switches 82 and 93 is manipulated, a numeral 
appears still in the corresponding select numeral indicator 
partition. Since in this course of operation, the numerals are 

40 scrolled very fast on each of the select numeral partitions 40 
through 42, even a skilled player has difficulty stopping any 
desired numerals stopped while tracking visually the scroll- 
ing numerals as he has difficulty with slot machine playing. 

45 By manipulating the left select scroll stop switch 73, for 
example, the scrolling stops making the numeral "2" appear 
still in the left-hand side select numeral indicator partition 
40 as shown in FIG. 
The process goes to step 135, where the numeral "2" 

50 presented still in the basic numeral screen partition 50 is 
compared with the numeral "5" in the left-hand side select 
numeral indicator partition 40 to determine whether or not 
the result of the sub-game is a win. 
The numeral "2" presented still in the basic numeral 

55 screen partition 50 is compared with the numeral "5" in the 
left-hand side select numeral indicator partition 40. This 
play of sub-game is a win because the numeral "5" in the 
left-hand side select numeral indicator partition 40 is greater. 
When the determination at step 135 reveals mat the 

60 sub-game result is a win, the process goes step 138. At step 
136, the profit the player has gained is increased. In this 
embodiment, the player has already gained four medals as 
the profit and this sub-game playing doubles it to eight 
medals. The display screen 11 presents a message reading 

65 "WIN 8 MEDALS" as shown in FIG. 13. When the number 
of medals is doubled, the process returns to step 133, where 
a determination is made of whether or not the start of a 
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sub-game is selected When the number of medals is When step 141 determines mat the bonus game require- 
doubled, whether to start over or stop the sub-game is at the ment is satisfied, the process goes to step 14Z At step 142, 

option of the player. the bonus game is initiated. In this embodiment, the bonus 

Since whether to start over or stop the sub-game is at the 8 amc mcans a predetermined plays of slot machine 
option of the player, the player enjoys the sub-game playing 5 games are allowed at a higher probability of win. 

to the player's preference The process leaves step 142 and goes to step 143, where 

When the center select scroll stop switch 82 is * ******** ."»* ; cfjj^ « ^ ite ie«^ rf tta 

manipulated, the numeral "2", for example, appears still in , ff 16 18 0 T^™? de * enmnat,on 15 P«f°nncd by the 

Jseiect numeral mdicator parti^n UTTThown in "t.,?' ^T^^ the 

pjQ ^ io matching or the symbols on each or the active winning lines, 

and determines whether or not the matching of the symbols 

At step 135, the numeral "2" presented soil in the basic 0 n the active winning line agrees with a predetermined 

numeral screen partition 50 is compared with the numeral matching. In this embodiment, the same numerals, for 

"2 M in the center select numeral indicator partition 41. In this example "333 n "444 " "555 " "666 w "777 w and the like 

case, both numerals are equal and the result of this sub- 15 are a winning 'matching. The matching 777 is one of the 

game playing is not a win. The process then goes to step 137. matchings. but, during bonus game, does not work 

At step 137, a determination is made of whether or not the for shifting the sequence to the bonus game. 

result of the sub-game playing is a draw. In this case, it is a When the anamination reveals that the bonus game 

draw, and the enlarged word DRAW is presented in the playing is a win, the process goes to step 144. At step 144, 

center of the display screen 11 as shown in FIG. The process 20 the number of medals as the profit for the player is increased 

returns to step 133, where a determination is made again of based on the bonus game result. The bonus game process 

whether or not the start of a sub-game playing is selected. In 140 ends, and the game sequence enters the next medal 

the case of a draw, also, a sub-game playing starts over at the payoff process 150. 

player's option. ^ detennination reveals that the bonus game 

When the right select scroll stop switch 93 is manipulated, 25 playing is not a win, the bonus game process 140 ends. The 

the numeral "1", for example, appears still in the right-hand game sequence enters the next medal payoff process 150. 

side select numeral indicator partition 42 as shown in FIG. When step 141 determines that the bonus game requirc- 

ment is not satisfied, the bonus game process 140 ends. The 

At step 135, the numeral "2" presented still in the basic game sequence enters the next medal payoff process 150. 

numeral screen partition 50 is compared with the numeral 30 Referring now to the flow diagram in FIG. 19, the medal 

"1" in the right-hand side select numeral indicator partition payoff process 150 is discussed. 

42. In this case, the numeral "1" in the right-hand side select At step 151, a determination is made of whether or not 

numeral indicator partition 42 is smaller, and the result of there exist medals as the profit won by the player. This 

this sub-game playing is not a win. The process then goes to determination is performed by the electronic control unit 

step 137. 35 wh en the electronic control unit determines that there 

At step 137, a determination is made of whether or not the exist medals, the process leaves step 151 and goes to step 

result of the sub-game playing is a draw. In this case, it is not 152. At step 152, the medals are delivered out through the 

a draw, and the process goes to step 138. The profit the medal payoff slot 17 into the medal tray 18. This completes 

player has already scored is canceled out. In this the medal payoff process 150, and the game sequence 

embodiment, the player loses all four medals once scored. 40 according to the present invention is thus completed. 

The display screen 11 presents in its center the word LOSE when the determination reveals that there are no medals 

and the character X as shown in FIG. 17, and the sub-game won, no medal payoff is performed. The medal payoff 

process 130 is thus completed. The game sequence enters process 150 ends, and the game sequence according to the 

the following bonus game process 140. present invention is now completed. 

When the already described step 133 reveals that the start 4 Referring now to FIGS. 20 through 28, the other embodi- 

of a sub-game is not selected, namely, the main game ments of the present invention related to the sub-game are 

selection switch 92 is manipulated, the sub-game process now discussed. FIGS. 20 through 22 show the second 

130 ends. The game sequence enters the bonus game process embodiment of the present invention. FIGS. 23 and 24 show 

the third embodiment FIGS. 25 and 28 show the fourth 

When the already described step 132 reveals that the embodiment. FIG. 27 shows the fifth embodiment. FIG. 28 

bonus game is applicable, the sub-game process 130 ends, shows the sixth embodiment 

and the game sequence enters the bonus game process 140. Referring to FIGS. 20 through 22, the second embodiment 

Referring now to the flow diagram in FIG. 18, the bonus related to the sub-game is now discussed. FIG. 20 is the 

game process 140 is discussed. 55 enlarged front view of the operation paneL FIG. 21 shows 

At step 141, a determination is made of whether or not the ^ screen on which the increase criteria in the sub-game is 

result of the main game satisfies the bonus game require- selected. FIG. 22 shows the screen on which the sub-game 

ment This determination is performed by the electronic * s *° progress. 

control unit The electronic control unit determines that the The display screen 11 in connection with the sub-game in 

medals as the profit gained by the player agree with the 60 the second embodiment remains essentially unchanged from 

matching of the symbols for the bonus game. In this that of the first embodiment and the discussion for it is not 

embodiment, among the matching s of the symbols that repeated. 

result in a win, the combination of 777 is the matching The difference from the first embodiment is that the player 

required for shifting to the bonus game. Therefore, when the has the option to select profit increase criteria in the second 

combination 777 appears still on any of the active winning 65 embodiment. 

lines, the resulting profit is judged to satisfy the bonus game Namely, In the second embodiment whether the profit 

requirement increase criteria is on condition that any of the select 
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numerals presented still in the select numeral indicator 
partitions 40 through 42 is greater than the basic numeral 
presented still in the basic numeral screen partition 50 or on 
condition that the any of the select numerals is smaller than 
the basic numeral is at the player's option. 

As in the first embodiment, the operation panel 12 is 
provided with six switches, A through F in that order from 
the left in the second embodiment The A through F switches 
have the same functions as in the first embodiment. 
Furthermore, the E switch 100 and F switch 110 have the 
following additional functions. 

The E switch 100 is a small er-than-b asic- numeral criteria 
switch 160 for selecting the increase criteria that is on 
condition that any of the select numerals presented still in 
the select numeral indicator partitions 40 through 42 is 
smaller than the basic numeral presented still in the basic 
numeral screen partition 50. 

The F switch 110 Is a greatcr-than-basic-numeral criteria 
switch 161 for selecting the increase criteria that is on 
condition that any of the select numerals presented still in 
the select numeral indicator partitions 40 through 42 is 
greater than the basic numeral presented still in the basic 
numeral screen partition 50. 

When the start of a sub-game is selected in the second 
embodiment, the display screen 11 gives in its center the 
basic numeral screen partition 50 for presenting the basic 
numeral as shown in FIG. 21. 

The basic screen partition 50 fast scrolls through numerals 
within a predetermined range, 0 through 9 in this embodi- 
ment as shown in FIG. 

When the basic scroll control switch 62 is manipulated 
with 0 through 9 scrolled fast on the basic screen partition 
50, the scrolling of the numerals stops. Any numeral within 
the predetermined range is presented still, for example, the 
numeral <4 2" comes to a halt as shown in FIG. 21. This is 
used as the basic numeral. 

When the basic numeral is determined, the display screen 
11 gives on its bottom a message "UP OR DOWN** as shown 
in FIG. 21. Whether the increase criteria is on condition that 
the select numeral is greater than the basic numeral or on 
condition that the select numeral is smaller than the basic 
numeral is at the player's option. 

Hie greater-than-basic-numeral criteria switch 161 is 
manipulated when the player wants to select 'UP," namely, 
wants to increase the profit on condition that the select 
numeral is greater than the basic numeral. 

When the greato-than -bask- numeral criteria switch 161 
is manipulated, each of the select numeral indicator parti- 
tions 40 through 42 fast scrolls through numerals with the 
word "UP" presented on the top left of the screen 11 as 
shown in FIG. 22. 

When any of the left select scroll stop switch 73, the 
center select scroll stop switch 82 and the right select scroll 
stop switch 93 is manipulated with the numerals being 
scrolled on each of the select numeral indicator partitions 40 
through 42, the scrolling of the numeral on the correspond- 
ing screen partition among partitions 40 through 42 stops. A 
single numeral within the predetermined range comes to a 
halt on the corresponding screen partition. 

Then, in the same manner as in the first embodiment, the 
basic numeral stopped and presented in the basic numeral 
screen partition 50 is compared with the select numeral 
stopped and presented in any of the select numeral indicator 
partitions 40 through 42. 

Since the player has manipulated the greater-than-basic- 
numeral criteria switch 161, the profit already won by the 
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player is further increased when the select numeral is greater 
than the basic numeral. When the select numeral is smaller 
than the basic numeral, the player loses all the profit once 
won. When the select numeral is equal to the basic numeral, 
5 the result is a draw and the profit once won is returned as it 
is. 

The smaller-than-baac-numeral criteria switch 160 is 
manipulated when the player wants to select *T>OWN," 
namely, wants to increase the profit on condition that the 

io select numeral is smaller than the basic numeral. 

When the smaller-man-basic-numeral criteria switch 160 
is manipulated, the profit already won by the player is 
increased with the select numeral being smaller than the 
basic numeral. When the select numeral is greater than the 

15 basic numeral, the profit once won by the player is canceled 
out When the select numeral is equal to the basic numeral, 
the result is a draw as in the case of "UP," and the profit once 
won by the player is returned as it is. 
As described above, two profit increase criteria are at the 

20 player's option: the medals as the profit won by the player 
Is increased on condition that the select numeral is greater 
than the basic numeral or on condition that the select 
numeral is smaller man the basic numeral. The player is even 
more free from feeling unfairness about the result of the 

25 game, compared with the first embodiment. 

The third embodiment of the present invention related to 
the sub-game is discussed referring to FIGS. 23 and 24. 

FIG. P. 8 is me explanatory view of the sub-game screen. 
FIG. 24 is the enlarged front view of the operation panel. 

30 The display screen 11 in the sub-game according to the 
third embodiment presents a symbol screen 170 which is a 
outboard-like circle divided into 12 equally angled sectors. 
The sectors bear a plurality of symbols. In this embodiment, 
each sector is numbered with one of the numerals, 1 through 

35 4. Also, each sector has on its arc portion an illumination 
partition 171. 

When an illumination partition 171 lights, its correspond- 
ing numeral at the same lit sector is active when a sub-game 
starts, an illumination partition 171 starts blinking on and 
off. The illumination partition 171 stops blinking, and the 
next illumination partition 171 starts blinking. The blinking 
action is thus taken over by following sectors, one after 
another, in a roulette fashion, possibly in a clockwise 
45 direction. 

When blinking, namely rotating stops at one of the 
illumination partitions 171 of the symbol screen 170, that 
iHumination partition 171 then continuously lights indicat- 
ing that its corresponding numeral is active. 
30 As detailed below, the third embodiment in connection 
with the sub-game is different from the first and second 
embodiments in that whether die profit already won by the 
player is further increased or completely lost is determined 
by the type of symbol stopped and indicated on the symbol 
55 screen 170. 

As in the first embodiment, the operation panel 12 in the 
third embodiment is provided with six switches, A through 
F switches in that order from the left as shown in FIG. 24. 
The functions of the A through F switches are as follows: 
60 The A switch 60 functions as the main start switch 61 for 
starting the moving display in each of the screen partitions 
20 through 22 in the main game or slot machine game in this 
embodiment. Hie A switch 80 also functions as a symbol 
movement start switch 180 for starting the movement of the 
65 symbols in the symbol screen 170 in the sub-game. 

The B switch 70 functions as a left stop switch 71 for 
stopping the moving display on the left-hand side partitions 
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20 in the slot machine game, and functions as a sub-game embodiments in that whether the profit already won by the 

selection switch 72 far shifting to the sub-game session. player is further increased or completely lost is determined 

The C switch 80 functions as a center stop switch 81 for by the type of symbol 190 hit by the bullet shot by the laser 

stopping the moving display in the center partitions 21 in the gun 192. 

slot machine game. 5 The operation panel 12 m me fouim embodiment is 

The D switch 90 functions as a right stop switch 91 for provided with six switches, A through F switches in that 

stopping the moving display in the right partitions 22 in the order from the left as shown In FIG. 26. The functions of the 

slot ^machine game ^ and functions as a mam game selection A p switches ^ M foUows: 

switch 92 not to shift to the sub-game. ^ f . <.„ - _ " . 

rru T7 •* t iaa • . . , /. . The A switch 60 functions as the mam start lever switch 

The E switch 100 is a credit use switch 101 for using io *i frtr *u m m T T™ *r * * 

aedit medals remaining deposited in the apparatus. One 61 J^ * c *^g dismay m each of the screen 

single switching operation allows a single gamemedal to be P^?^ 20 throng 22 inAe mam game or slot machine 

cropped in for game playing game in this embodiment The A switch 60 also functions as 
The F switch 110 is a maximum credit use switch 111 for swtch 200 te starting the movement of 

using credit medals remaining deposited in the apparatus, ™ ^f 1 symbob m m thc moving target screen partition 

and a symbol movement stop switch 181 for stopping the 191 in me sub "S ame also for moving sideways the laser 

movement of the numerals in the symbol screen 170. ^ n , 192 to tnc kft or right on the display screen U by lever 

When the sub-game selection switch 72 is irianipulated, maiupulation. 
the symbol screen partition 170 is provided in the center of ^ B switch 70 functions as a left stop switch 71 for 

the display screen 11. The iUumination partitions 171 are stopping the moving display on the left-hand side partitions 
switched on for blinking, one after another sequentially in a 20 20 in the slot machine game, and functions as a sub-game 

clockwise rotation in a roulette fashion to vary the numeral selection switch 72 for shifting to the sub-game session, 
indicated. The C switch 80 functions as a center stop switch 81 for 

When the symbol movement stop switch 181 is manipu- stopping the moving display in the center partitions 21 in the 

lated with the iUumination partitions 171 bunking, sequen- „ slot machine game. 

tially one after another in a clockwise rotation, the blinking The D switch 90 functions as a right stop switch 91 for 

action, thus rotation stops at one of the iUumination parti- stopping the moving display in the right partitions 22 in the 

tions 171. That iUumination partition 171 then continuously slot machine game, and functions as a main game selection 

lights, indicating its numeral The continuously blinking switch 92 not to shift to the sub-game. 
Rumination partition 171 shows the numeral, "2" as shown ^ The E switch 100 is a credit use switch 101 for using 

in FIG. 23. credit medals remaining deposited in the apparatus. One 

According to the numeral stopped and presented, the single switching operation allows a single game medal to be 

number of the medals already won as the profit is increased dropped in for game playing. 

or decreased. Specifically, as shown in FIG. 23, when the The F switch 110 is a maximum credit use switch 111 for 

iUumination partitions 171 stop their movement allowing 35 using credit medals remaining deposited in the apparatus, 

one of them, corresponding to the numeral 2, to continu- and a buUet shoot switch 201 as extemaUy manipulable 

ously light, the number of the medals previously won is means for aUowing the laser gun 192 to shoot a bullet 
doubled; for example, when four medals were previously The dcterniination of the result of a sub-game playing 

won, eight medals are now gained (4 medalsx2=8 medals). according to the fourth embodiment is performed as foUows: 
If the iUumination partitions 171 stop their movement aUow- ^ ^ fourth enibodirnent in connection with the sub- 

Hnn^jfi^ ?To PC> !ff g t0 nm ?*^*< t0 A c ^ game, the display screen 11 comprises on its top portion the 

tmuously light, then 12 -medals are now gamed 4 medalsx moving ^ et screeD paititioil 191 ^ shown ^ J^T^ ^ 

3=12 medals). If the illumination partition 171 moving Ua ^ t s<xeen ^ tion m u lundi ^ of 

corresponding to , the numeral 1 continuously tights, four t^gcTsym^ls for example, o, A, *, © in this embcKtiment, 

medals are gamed (4 medalsx 1=4 medals). In this case, the 45 on a horizontal line. These target symbols move along the 

resulting number of medals is neither increased nor horizontal line in the same direction. The display screen 11 

occreased. If the iUumination partition 171 corresponding to also comprises on its bottom portion the laser gun 192 for 

the numeral 0 continuously tights, the number of the medal shootingl buUet The laser gurTl92 can be moved sideways 

previously won is now completed lost (4 medalsx0=0 to the left or right on the display screen 11 by mampulating 

medafc). Since the stopping [process of the humiliation 50 mc sideway movem e n t switch 200. A buUet is shot by 

partitions 171 is visibly and clearly recognizable like a manipulating the buUet shoot switch 201, and the buUetmay 

rmjlette game, the sub-game is expected to be a more or may not hit any of the target symbols 190. 

^ ? fT^' ... . ... _ . . A determination is made of whether the profit once won 

The fourth embodiment of the present invention related to by the player is increased or canceled, depending on the 

Aesub-gameis now discussed referring to FIGS. 25 and 26. 55 target symbol 190 hit by the buUet, among die pluraUty of 

™ ™ ^P 1 " 1 ^ sh0Wmg ^ s"^™* target symbols 190 moving in the moving target screen 

screen. FIG. 28 is the enlarged front view of the operation paItiiion m% A in Ms embodiment SpecificaUy, when the 

pa ~ 4 M , target symbol 190, is hit by the buUet from the laser gun 192, 

The display screen 11 in the sub-game according to the the number of the medals already won by the player is 

fourth embodiment comprises on its top portion a moving 60 quadrupled. For the target symbol 190, o the number of the 

target screen partition 191 where a pluraUty of target sym- medals already won by thc player is doubled. For the target 

bols 190 sequentiaUy move and on its bottom portion a laser symbol 190, © the number of the medals already won by the 

gun 192 as extemaUy manipulable means movable left- player remains unchanged. For the target symbol 190, • thc 

wardly and rightwardly for shooting a buUet at moving number of the medals already won by the player is entirely 

target symbols 190. 65 canceled. Since the increase or decrease of the profit already 

As detaUed later, the fourth embodiment in connection won by the player is determined by the target symbol 190 hit 

with the sub-game is different from the first through third by the player, a sub-game playing is expected robe thrilling. 
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The fifth embodiment of the present invention related to 
the sub-game is now discussed referring to FIG. 27. 

In the fourth embodiment, the target symbols 190 are 
arranged on the single horizontal line and move along the 
horizontal line in a single direction in the moving target 
screen partition 191 in the display screen 11. 

In the fifth embodiment, however, target symbols 190 are 
arranged on several rows with each row bearing the same 
type of symbols in the moving target screen partition 191 in 
the display screen 11 as shown in FIG. 27. The directions of 
the moving target symbols are alternated between a row and 
the next row under first row. Spacing between the symbols 
of the same type is irregular. 

Specifically, the display screen 11 according to the fifth 
embodiment presents four types of symbols 190, 0, *, o, 
Aeach type arranged on a different row across the screen. 
The four types of symbols move in alternate directions from 
top to bottom rows. 

As in the fourth embodiment, the target symbols 190 20 
moving in the moving target screen partition 191 are aimed 
and shot at by the laser gun 192. Depending on the symbol 
190 hit by the laser gun 192, the profit already won by the 
player is increased or canceled. For example, when the target 
symbol 190, © is hit the number of the medals is qua- 25 
drupled. When the target symbol 190, * is hit, the number of 
the medals is tripled. When the target symbol 190, o is hit, 
the number of the medals is doubled. When the target 
symbol 190, A the number of the medals remains 
unchanged. When no symbols are hit at all, all the medals 
once won are canceled. The above arrangement makes a 
sub-game playing even more thrilling than the fourth 
embodiment 

As described above, the profit, or medals won in the slot 
machine game is increased or decreased according to the 
result of a shooting game that is different from the slot 
machine game. The player thus continues game playing with 
a mare interest 

The sixth embodiment of the present invention related to 
the sub-game is now discussed referring to FIG. 28. 

Steps in FIG. 28 having identical reference numerals with 
reference to the flow diagram in FIG. 18 remain unchanged 
from those in the first embodiment and their detailed 
explanation is omitted. 

The first through fifth embodiments permit only a single 
type sub-game that is run independent of the slot machine 
game as the main game. 

In the sixth embodiment, the sub-game that is run on the 
medals won in the slot machine game is selected from 
among those of the first through firm embodiments. For 
example, the operation panel 12 may be separately provided 
with a sub-game type selection switch. After selecting the 
shifting to the sub-game, one of the sub-games of first to fifth 
embodiments may be selected at the player's option by 
manipulating the sub-game type selection switch. 

Specifically, in the sub-game process 130 in FIG. 28, 
when a determination at step 133 reveals that the start of a 
sub-game is selected, the process goes to step 119. At step 
119, the player manipulates the sub-game type selection 
switch to select one sub-game from among those in the first 
through fifth embodiments. 

When one of the sub-games of first through fifth embodi- 
ments is selected at step 119, the process goes to step 134, 
initiating the selected sub-game. 

As described above, by allowing the player to select any 
sub-game of interest, he can enjoy the sub-game more. The 
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player also can enjoy different types of sub-games. Since a 
diversity of sub-games are available, the player may have 
the option to select one that meets his taste, from among 
others. The player is free from boredom even when he 
continues playing for a long time. 

The description of the above embodiments of the present 
invention have been presented for the purpose of illustration 
and is not intended to limit the invention, The scope of the 
present invention is defined by appended claims. Various 
modifications and chances may made without departing 
from the scope of the invention as set forth in appended 
claims. 

What is claimed is: 

1. A picture amusement apparatus comprising: 

main game start enable means for making a slot machine 
game as the main game, ready to start on a display 
screen on condition that a medal is entered; 

main game control means for running the main game 
conditional on the entry of a start signal in the slot 
machine game that is set to be ready to start by the main 
game start enable means; 

main game determination means for determining the 
result of the slot machine game run by the main game 
control means; 

sub-game shift selection means that allows the player to 
have the option to shift to a sub-game on a display 
different from the slot machine game, in response to the 
player* s external maneuvering on condition that a profit 
is given in the main game by the main game determi- 
nation means; 

sub-game control means for running the sub-game on 
condition that the shifting to the sub-game is selected 
by the sub-game shift selection means, wherein said 
sub-game control means comprises increase criteria 
selection means which allows the player to select 
between two criteria in response to the player's external 
maneuvering, one criterion that sets the increase of the 
profit on condition that a select numeral stopped and 
presented in select numeral indicator partitions is 
greater than a basic numeral stopped and presented in 
a basic numeral screen partition and the other criterion 
that sets the increase of the profit on condition mat the 
select numeral is smaller than the basic numeral, by 
comparing the basic numeral stopped and presented in 
said basic numeral screen with the select numeral 
stopped and presented in said select numeral indicator 
partitions; and 

increase/decrease means for increasing or decreasing the 
profit provided by the main game determination means, 
according to the result of the sub-game that is run by 
the sub-game control means. 

2. The picture amusement apparatus according to claim 1, 
further comprising sub-game continued running selection 
means for giving the player the option to continue the 
sub-game in response to the player's external maneuvering 
on condition mat the profit scored by the player has been 
increased by the profit increase/decrease means. 

3. The picture amusement apparatus according to claim 2, 
wherein: 

the basic numeral screen and the select numeral indicator 
partitions have numerals scrolling within a predeter- 
mined range, the apparatus further comprising: 
basic numeral scroll stop means for allowing the player to 
stop the scrolling of the numerals in the basic numeral 
screen partition in response to the player's external 
maneuvering; and 
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select numeral scroll stop means for allowing the player 
to stop the scrolling of the numerals in the select 
numeral indicator partitions in response to the player's 
external maneuvering. 
4. The picture amusement apparatus according to claim 1, 5 
wherein: 

the basic numeral screen and the select numeral indicator 
partitions have numerals scrolling within a predeter- 
mined range, the apparatus further comprising: 



20 



basic numeral scroll stop means for allowing the player to 
stop the scrolling of the numerals in the basic numeral 
screen partition in response to the player's external 
maneuvering; and 

select numeral scroll stop means for allowing the player 
to stop the scrolling of the numerals in the select 
numeral indicator partitions in response to the player's 
external maneuvering. 
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